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(54) gaming machine with bonus payoff feature 

(57) A spinning reel slot machine which gives a mul- 
tiplied payoff when certain conditions are fulfilled. Wins 
including a special symbol on the pay line are multiplied 
by an incremental multiplier when the machine is in a 
particular mode. A counter value is increased by one 
every time a second special symbol appears on the vis- 
ible sections of the reels. Whenever the counter 
reaches a predetermined value, the counter is reset and 
the multiplier is increased. Whenever a multiplied pay- 
out occurs, the multiplier is reset to a minimum value. 
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Description 

BACKGROUND OF THE INVENTION 

5 [0001] This invention relates t gaming machines. More specifically, it relates to spinning reel type slot machines. 
[0002] Spinning reel slot machines hav maintained their popularity, evolving from electromechanical devices to the 
present day devices which mpfoy microprocessor control. In modern devices, th spinning reels are used merely as a 
display to advise a player if he has won or lost a game of chance played entirely in a computer memory according to 
the rules embedded in a computer program. Such machines may have further displays, in addition to the reels, on which 

10 other aspects of the game are displayed. In the past, such displays have included "trait games" wherein an indicator 
proceeds along a board game style trail providing different features. These features might include nudges and gamble 
features awarding prizes. Such machines have also been known to have a variable jackpot, which increases over time 
until it is paid out. The variable size jactyot only applies to the maximum payout available. 

[0003] Whatever theme the game has, it is necessary that the casino owner make a profit, and that the game have 
is player appeal. This is often accomplished by increasing the jackpot gradually over time, so that players feel that they 
should keep playing to win the larger jaclpot. However, a disadvantage of simply increasing the jackpot is that it is very 
unlikely that a player will win the jackpot, and most players will not risk continuing to play, just to win the jackpot. Also, 
after a jackpot occurs, players may shun a game because they believe it will not hit again soon or that the initial jackpot 
value is too small. 

20 

SUMMARY OF THE INVENTION 

[0004] In a first aspect the present invention is a spinning reel slot machine in which selected payouts are multiplied 
by a variable value, independent of the winning symbol combination whereby to increase player interest in the game. 
25 [0005] In a second aspect, the present invention is a spinning reel slot machine in which all payout values are multi- 
plied by a certain value, independent of the winning symbol combination whereby to increase player interest in the 
game. 

[0006] By providing an overall multiplier of the payoff, the player perceives that the overall payout of the machine is 
higher and that the likelihood of this payout compared to a jackpot payout for example is very high. This would therefore 
30 provide a significant incentive for the player to play the game. 

[0007] The invention provides a spinning reel machine in which selected winning combinations are multiplied by a 
variable value. The value by which the payout is multiplied increases gradually when certain conditions are met in the 
course of playing the base game. The value is reset to its initial value after a payout occurs 

[0008] By providing such an incremental payout value over a period of time, a player is enticed into remaining at the 
35 machine until the payout is made, to win a larger payment However, by allocating the payout to winning combinations 
other than the jackpot a significantly increased probability of winning the variable payout is achieved so that a player is 
not put off continuing to play the machine. Further, by providing a simple means for altering the payout ratio of the 
machine, the variable multiplier makes it more straightforward to give the machine any desired payout ratio without 
changing the reel symbols or the basic payments fa each type of win. A simple change to the possible multiplier values 
40 which could be achieved by replacing a chip or using a table editing software procedure is all that is required. 

[0009] The present invention further provides a spinning reel slot machine wherein the prize awarded for combina- 
tions of symbols including a special symbol are multiplied by a variable multiplier value. This multiplier value rises in 
increments whenever certain conditions are met in the outcome of a reel spin. The multiplier value is reset to its initial 
value when a payout including this symbol occurs. 
45 [0010] The present invention further provides a machine in which a counter increases each time a second symbol 
appears on or near the payiine of the reels. Whenever this counter reaches a predetermined value, the multiplier value 
increases by one. and the counter decreases by the predetermined value. 

BRIEF DESCRIPTION OF THE DRAWINGS 

so 

[0011] 

FIGURE 1 is a simplified illustration of a spinning reel slot machine according to the preferred embodiments of the 
present invention. 

55 

FIGURE 2 is an enlargement of the slot machine display showing how symbols appear on, above and below the 
payiine in the preferred embocfiments. 
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T^LtZTjT^" 9 ,hree 56,5 °' 22 SymbolS 0,1 m ,hree according to a specific exarrpte of a 

first embodiment of the present inv ntion. 

^ FIGURE 4 is a table showing th prizes awarded in the three modes of the example of the first embodiment 

e'rS^imerT 58 and 50 ,aW 8 <* va) "« for use in calculating payouts of the specific exarrple of the first 

* SfS^^sr parts 01 a ^ ***** represemin9 *• - •» ^ * - *• 

FIGURE 7 isa table showing the calculation of the expected payoff of the specific exarrple of the first embodiment 

r^lf ^J howin P- vahjes P robabllities °< the machine being in any particular state Q after various 
number of spins, and the associated multiplier value X. 

FIGURE 9 is a table showing how the expected value of the multiplier X varies with the number of spins. 
DETAILED DESCRIPTION 
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2? 1 1 30 Wera " of a ,iret "^odi"** of the present invention, there is provided a spinning reel 
•^*'^ CO, ^^ a ^ rt10te ^^ n ^ 12 - 14- 16 0" the front which can be vie3by IX^J 
,ng ,n front of the machine. As in most spinning reel slot machines, behind the window three rtete 2 \?£1SZ* 
minted tor rotation. A portion of the outer surface of each is re*: is viable through the c^espo^g^'ndow Ts 

display three symbols at a time. The reels are each individually driven by a stepper motor which is controlled by a micro- 
processor as is Known in this art Circuitry is provided so that the rnaoproceSor can send inZSSmt me r^eTto 
JTJ^Et.* aP^eterrnined position with three symbols showing on pay line 20. Three stepper motors under 
aiinuu^ll!^ frncfoprocessor rotate the reels. Feedback from optical beam breaking rnechanisrns oneach of the reels 
allows the processor to establish the postton of each of the reels and stop them in appropriate position dependWg on a 
r^m^egeneratedby^eprocessing means. As shown in Rgure 2. wheneve72,.*e re^s^a!^ 
* * f**** on. above and betaw payline 20. The row of three symbol across Z 

^Z^ Jl SJ^L^ ' S i to as the pay line, and the symbols appearing on this line determine the 
Tr^,t ^ ^ FtXa,>p,CaJ22st0p re * *° s y*ote and frequency of occurrence are selected 
based on probability analysis. These symbols are designed in an eye-catching manner 

[001 3] A handle 21 or a switch button is provided on the machine, by which a player can commence cycles of the 

l °^ A 2 Z° ^ ° Perate *• 9ame - a player coins w o*" 8 into *• 9ame and the value is determined by the processor 
and stored in computer memory. The number of credits thus purchased is displayed on another display not shown 

atemode* °" m0des *" flBm# diffefent bMons * e Provided to start the game in the apprcpri- 

[00151 If sufficient credit has been purchased, the handle 21 can be pulled or the appropriate switch button operated. 
Ths commences a cycle of operation of the machine, whereby the reels 22, 24. 26 begin to spin under the control of 
the game microprocessor. The machine enters the mode corresponding to the number of credits which have been 

« wagered, and deducts the appropriate number of credits from the stored value. 

[001 6] The microprocessor generates one or more random numbers to determine what the result of the cycle will be 
and causes the reels to stop at the appropriate locations corresponding to the random nurrtoer selected for each reel 
The processor stops the left reel 22 first, followed by the center reel 24 and finally the right reel 26. Typically the mem- 
ory contains a look up table representing the symbols shown in Figure 6. The processor assigns the symbols shown to 

so registers in memory tor use in calculating the payout 

[001 7J When the reels have stopped spinning, the microprocessor decides if the combination is a winning combina- 
tion, and calculates any payout depending on the symbols showing. A specific exarrple of such a calculation is decribed 
later for a specific example of the embodiment Typically, payouts are all based on multiples of the smallest number of 
credits needed to play a game. However, some additional inducement may be expressed to encourage multiple credit 

55 play. The payout is ether released into a coin discharge trough 28 or added to the stored credits. 

[001 8) A multiplier value X is shown in display 44 which increases as certain predetermined conditions are fulfilled 
dunng gameplay as will be described in detail below. This value X has a preselected range, for example, 2 to 10. When 
a winning combination occurs on the pay line, the normal payout is multiplied by the multiplier value X, and the valu of 



25 



30 



35 



40 



3 



EP 0 926 645 A2 

X will normally return to its lowest vaJua 

[001 9] By providing an increasing multiplier value X. a player has an incentive to continue playing the machine in th 
[0021] Th symbols in this example of the second embodiment are: 



TO 
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1BAR 


XFACTOR 


BLANK 


2BAR 


POWERPOINT 


BLANKHI 


3BAR 


SEVEN 


BLANKLO 
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and their distribution on the reel strips is shown in Figure 3. 

onttie reels as a blank but are stored as different symbols in the computer memory ^ 
[0023] Three displays 42. 44. 46 are provided on the top front of the cabinet Display 42 displays "Power rw ,„w 
ma**, as w.l , be discussed hereafter. Center display 44 shows the value of the Mu^ieVS/eX 2Tbe^' 
cu^ed hereafter. Redisplay 46 includes a display which explains the rules of the game 

S L to "JS^JS^* ** any " innin9 combinalion °" ^ Payline 20 is shown in the table of Figure 4. The prize 
J? each of the wnnmg combinations listed in the first column of Figure 4 is shown in the 1 Coin 2 cJ„^ 

MaxBet columns depending on the mode selected by the player. The gamepVooram»™12! ll^L 
combination against each of the coronations in F^ure 4, smarting wfthTe^S^t 
a^progress^gtothetowest paying win at thebottom of the »Tli.n«nrt^3y^2^r.lSr 
tipteof one credrt. As can be seen, the XFACTOR symbol counts as a wild cart and cSSwam £££ S^M* 
t^thr^^^fi^^" 3160 "' aHh0U9h the XFACT0R sy"* 01 "as ♦other effects inthe Max^^e asdteuss^ 

u^r*^ 

[0026] Three tables, ™urtiplier Table 1,'Tviu^^ 

each hav,ng 20 possible values are also stored in the computer memory. The sets oTSZi inTe S^tSL?? 

i a ™«*^!^? 0OfreSpOnd,ng to indexes 8and9i " Rgure 4. These values range from 6 to 24 cred- 

r^random entryfrom one of these tables is chosen as the amount won by a player in the single coin rJewhenS 

K" 1 iS . 0btained 71,9 ^ °" «"* ^displi 46 to irJm thTpC oTJS 

aSdi^ te m 6 ? r ^ * ^ ^ ^ macWne the second mode. Multpfier Table Vi 2 is 
acoxdng to the mutt.pl.er value X presently displayed on display 44. m particular. Y is chosen from table 1 wha^S 
multpBer value X .s 4 or more and from Multiplier Table 2 when the multiplier value X is less than 4 While the^ 

^ ,a ? eS ^ ^ ** ,7 85 - *" are leSS *" " MM *>« Table 2 than in MuWcS Ta^e 
1 so that a player » less likely to recave a tow value Y when he has a high multiplier value X. giving an incentive to play 
the game, even in one of the first two modes, when the multiplier value X is high 

IS, ^^ ab,e 3 J!*r h 50 *° ^ 20 ^es. and contains the amount won when the highest 
ZrZ^ *"° POWERPO,NTS «» « XFACTOR is achieved in one coin moda Values ! tS 

S r ^°"^ Whenevef a occurs - 106 vaKl8 of this prize is doubled when the machine is in the 

VH!***- F(X eXa " lp ' 8 ' whan tf19 2 POW^PO'NT- 1 XFACTOR coronation occurs, the payout is Z or^zVedte 
r^,^^ Ta "e 3 °e 1 10 up to 250 credits in one coin mode, or 220 to 500 in h» rfn r*£a 

l-oT-L^L I 83 " 16 isinthe MaxBet mode - according to the invention a fundamentally different scoring mecha- 
ntsm comes into effect 

S? 029 ' M T ^.° p .f ra,i0n 01 machine in nxxte fe "presented by a flowchart which continues from Figure 6A to 

procedure followed by the machine in calculating and displaying the payoff. Rom 
We flow chart, the preferred embodiment may be programmed by those skilled in this art in any preferred programming 
language. Examples include C + ♦ and Assembly language. All the calculations are actually performed before the reels 
are spun, and th results are stored in a nonvolatile memory so they can be displayed after the reels stop. This ensures 
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that a player is not 'cheated" by a power failure or other occurrenc that can affect th spinning of th reels and the 
subsequent display of the win and the payout. 

[0030] Th positions wher th reels will be stopped ar calculated and the bas award associated therewith is cal- 
culated, which is the award which would be paid out for th same combination in 2 Coin mode. According t an impor- 
tant aspect of the invention, at th end of each spin of the reels in the MaxBet mode, the number of POWERPOINT 
symbols showing at any of the nin visible symbol positions is added to a sum previously stored in the memory to giv 
a total number P of stored Power Points as shown in Rgur 6A. This value P is initialized to zero when the machine is 
reset. Whenever the vaJue P increases, an animation is shown on the left display to aJert the player to the increase as 
shown in Figure 6B. After this animation is finished, and at all other times when this mode is in operation, the total 
number of Power Points, P, stored is displayed in the left display. When the game leaves the MaxBet mode because a 
spin has been started in one of the first two modes, the left screen shows a message reminding the player that Power 
Points are only collected in the MaxBet mode. The value P wiH remain constant in the first and second modes even rf 
POWERPOINT symbols appear in the nine visible locations. 

[0031 J For every ten Power Points that are achieved in the MaxBet mode, the Multiplier Value X is increased by one 
as shown in Figure 6A. An animation is then shown representing the increase of the multiplier value X as shown in Fig- 
ure 6a At this point, the stored number of Power Points is reduced by 1 0 as shown in Figure 6A. 
[0032 J Increasing of the value X in MaxBet mode occurs until it reaches a maximum value 1 0. or an XFACTOR payout 
occurs as decribed below. When X reaches 10, the value does not increase any further when P reaches 10. Instead P 
continues to increases as Power Points are gained, as shown in Figure 6A. The right screen displays a message stating 
that the multiplier value is at its maximum, and that Power Points wifi now be stored and are shown on the right display. 
[0033] The procedure followed when a win occurs in the Max Bet mode will now be described. 
[0034] If a winning combination is obtained on the paytine in MaxBet mode, the right display provides a message stat- 
ing the amount of the win. If one of the three symbols in the paytine is an XFACTOR symbol, as shown at index 1 . 2, 4, 
6. 8. 9, 10, or 13 in Figure 4. the listed amount paid out is multiplied by the value X, otherwise the listed amount is paid 
out 

[0035] If an XFACTOR payout occurs, the value of X is decreased to 2. If less than 1 0 Power Points were stored, these 
Power Points are retained. If 10 or more Power Points were stored, the multiplier value X win be increased from 2 by 
one for every 10 Power Points, and the value P wiH be reduced by 10 accordingly as shown in Figure 6 A. 
[0036] After the payout occurs, an animation is played in the right display showing the amount won. Then, the new 
initial value of X, 2 is displayed. The right display wifl display a "Stored points activated" animation. The left display will 
then show the remaining balance of Power Points. If more than 80 Power Points were stored (which would raise the mul- 
tiplier value X back to a maximum of 10), the Power Points above 80 would continue to be stored. Wrth the arrangement 
of symbols shown in the table in Figure 3, it takes on average 293 spins of the reels to amass 80 Power Points, and an 
XFACTOR payout occurs on average every 85 spins of the reels, so statistically it will be rare (but possUe) for the 
stored Power Points to rise over 80. or even for the multiplier value X to reach ten. 

[0037] The calculations for the predicted payoff of the machine are shown in the table in Figure 7. In the columns 
under the heading "Probability", the probabilities of each payoff occuring are shown, firstly as a fraction and then as a 
decimal. The table also contains payout information for each mode. For each mode, the first column contains the for- 
mula for calculating the payoff. The second column shows the formula with values inserted for the expected values for 
the multiplier values X, Y and Z. The third column contains the expected payoff tor each of the winning combinations 
per spin, and is calculated by multiplying the probability of the combination occuring and the expected value of that win. 
The sum of this column, shown at the foot of the column, is the expected payout for each mode per spin. 
[0038] It should be noted that the calculation of the expected value of an XFACTOR win is complicated due to the non 
linearity of the progression of the multiplier value X. The following equations relating to this calculation are believed to 
be correct and to reflect the operation of the machine as described above. In any case, the desired factors can be 
developed empirically. In order to simplify calculation of this value, another value Q is defined: 

Q=P+10(X-2) (Eqn 1) 

[0039] This value Q is similar to P, but does not decrease by 1 0 every time the Multiplier value X increases by 1 . It can 
be seen that for each Power Point scored. Q wiH rise by 1. For values of Q from 0 to 9, X will be 2. For values of Q from 
10 to 19, X will be 3, and so on. For values of Q above 80. X will always be 10. The Multipfier Value X for any value of 
Q is shown as a stepped fine in Figure 8. 

[0040] Whenever an XFACTOR win occurs, Q will increase to add all the power points awarded on that spin, and will 
then either fall by 80 if Q is greater than or equal to 80, or will fall to Q MOD 1 0 rf Q is less than 80. where MOO repre- 
sents the remainder on division. For example, if X was 5 and P was 4 (G=34), X would fail to 2 and P would remain at 
4 (Q=4). 

[0041 ] The probability of the machine being in any particular state Q varies with the number of spins. Clearly, before 
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r«~r^ Qn !f^ eaVa,U 0faaSth ^ne starts in a stated no fWrpointeP ^ an X Factor of 2 
After 1 spir\Q ,s erther 0. 1 or 2. depending on the number of POWERPOIMTS in the three bv threVsvn*ol^ 
M^Tteprttf^pfe, , the marine being in any partial state Q aft. a p^Z^T^" 



) XFACTOR win. 2 PCWERPOINTS visible) 
0 XFACTOR win, 1 POWERPOINT visMe) 
- prob(No XFACTOR win, 0 POWERPOINTS visible) 

• prob(XFACTOR win, 2 POWERPOINTS vistole) 

• prob(XFACTOR win, 1 POWERPOINT visWe) 

prob(XFACTOR win, 0 POWER POINTS visible) 
[0042] The probability p(Q,t) is then defined as follows: 



7860 . /K( , 
Pa " 10646 " prDb<N0) 

P4 = iqI^ = prob(XFACTOR win, 2 I 

Ps " 10648 ' 
82 

Pe = ,0648 = ProtKXPACTOR win, 0 I 



(Eqn2) 
(Eqn3) 
(Eqn4) 
(EqnS) 
(Eqn6) 
(Eqn7) 



t<0 OR Q<0 


(Eqn 8) p(Q.t)=0 


t=0 AND Q=0 


(Eqn 9) p(Q,t)=1 


t=0 AND Q>0 


(Eqn- 10) p(Q,t)=0 


t>0AND0sQs9 


(Eqn11) P(Q.t)=(p,-P 4 )p(Q -2.1-1) ♦ 
(Pj^-PjJPfQ-i.t-i) ♦ 

(P 3 *P 8 )p(Q.t-1) ♦ 
r 

£p 4 p(Q*10i*8.t-1)* 

• •0 

PjP(Q»10i*9,t-1)* 
p,p(Q*10i*10.t-1) 


t>OAND10sQs- 


(Eqn 12) ,„ % 

' P(Q.t)=p,p(Q-2.t-1) * 

p 2 p(Q-1.t-1) «■ 

p,p(Q.t-1) ♦ 

p 4 p(Q*78.t-1) * 

p 5 p(Q*79.t-1) ♦ 

p s p(Q*80.t-1) 
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»o ^t^ 

l^IISSS, 0 ! IlT*? t>e ' n S ^ state Q ♦ 9, Q ♦ 19... or Q + 79 before the spin, receiving an XFACTOR 
win and obtaining 1 power point. 

is vi) the probability of the machine being in state Q ♦ 1 0. Q ♦ 20... or Q ♦ 80 before the spin, receiving an XFACTOR 
win and obtaining 0 power points. 

fheUL rt qUati0 " 12 818168 ** ,h8 Pr ° babirrty " ** m3Chine beinfl h °- * h "» 0 is 10 « ^ a spin is 

20 

1? PO^S,^!^'" 9 ^f- 2 ^e the spin and not obtaining an XFACTOR win and having 

two POWE RPOINT symbols visible (Q raises by 2). 

one POWERPOINT symbol visible (Q raises by 1). 

no ?Sw^iSlT 0 ! t l! e t !r :hi ^ be ^J" T Q before »» spin and net obtaining an XFACTOR win and having 

no POWE RPOINT symbols visible (Q stays the same). 

two POWERPOINT symbols visible (Q decreases by 78). 

»rp^^S^ e J^ in L b8 !^J n 818,6 ° + 79 ***** *" Spi " *«" Wn B 80 ^FACTOR win and having 
one POWERPOINT symbol vistole (Q decreases by 79). 

™ XSSSSr? ^ e , n : acnine j be |n9 in state Q ♦ 80 before the spin and obtaining an XFACTOR win and having 
no POWERPOINT symbols visible (Q decreases by 80). 

[00451 Once t gets large this function converges so that p(O.U1)-p(Q,t) giving a function p(Q) which rises approxi- 
mately as a straight l.ne to Q - 9 and then tails off smoothly. Thus, once t is large, there is an almost constant probability 
of the machine being in a particular state Q. 

[0046) The values shown in the three curves in Figure 8 are the prcbabflity distributions for Q after 10 100 and 1000 
^f/li^^f 01 theSe graphs is1The expected multiplier value X for an XFACTOR win 'which does not 
irxdudePOWERPOINTS(eg.2BARSandanXFACTORsyn*o0issirnpty 

Q_oo 

X 0 » £ P(Q)X(Q) (Eqn13) 
o-o 
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where p(Q) is the probability of having that value of Q before the reels spin, and X(Q) is the multiplier X associated with 
that value of Q. The expected multiplier value X for an XFACTOR win which does not include POWERPOINTS (the 
combinations in rows 2. 4, 6, 10 and 13 in Figure 4) converges on 4.289. 

[0047] However, the expected value of X for XFACTOR payouts with POWERPOINT symbols in the pay line is higher 
so than the expected value for XFACTOR wins with no POWERPOINT symbols in the pay lina This is because the number 
of power points P, and hence the value of Q will always have been increased by one or two just before the payoff, so 
that the payouts will move up to the next multiplier value X approximately 10% of the time when one PowerPoint is in 
the win line, and approximately 20% of the time when two POWERPOINTS are in the win Una This therefore increases 
the expected multiplier value X by approximately 0. 1 for a single POWERPOINT XFACTOR win, and by 0.2 for a double 
55 POWERPOINT XFACTOR win. These values are calculated as follows: 
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X i- L KQ)gf X(D*1H^X{Ort)) ( E qn 14) 

Q-0 

x 2 = £ fxojxto+a) (Epn15) 

Q-0 

and converge on values 4.39 and 4.48 respectively. It should be noted that there is a 2/21 chance of actually getting two 
POWERPOINT symbols in the 3x3 array while only getting a 1 POWERPOINT XFACTOR win, (ie one POWERPOINT 
on the pay line, one POWERPOINT off the payline). This accounts for the added complexity of equation 14. 
10048] The precficted values Xq, X,, X 2 . for the 3 different types of XFACTOR payout after 10. 100. 1000. 2000 and 
4000 spins are shown in the table in Figure 9. The mean predicted multiplier value X. Xm when a payout occurs is also 
shown, and is calculated as follows: 

Y _ 82 w . 42 y 1 v 
M 125 0 125 i 125 2 (Eqn 16) 



This value actually has no relevance to the calculation of the payoff, but is shown for clarity. The predicted values of Xq. 
X 1 , X 2 used in the expected payoff calculations in Figure 7 are for the approximately steady state after 4000 spins. 
[0049J An attract mode is also provided which is entered after a period of approximately 50 seconds has elapsed with 
no gameplay, although this value could clearly be changed. The multiplier value X and number of Power Points stored 
is retained tor use by the next player. This gives an incentive for a player to remain playing on the machine untt achiev- 
ing an X Factor win, otherwise the next player will reap the reward of the increased multiplier value X which the frst 
player has effectively paid for. 

[0050] In modifications of this example of the first embodiment different values for the prizes and different symbols 
on the reels could be used. More reels, could be provided to provide more combinations, or more symbols could be pro- 
vided on each reel. Extra features, such as nudges and holds, well known in the art could also be added to enhance 
gameplay. 

Claims 

1 . A slot machine including a set of spinning reds having a plurality of symbols thereon, means for spinning and stop- 
ping said reels to display symbols, means for paying out prizes, and a processor operating according to a game 
program for controlling the spinning means and which defines a multiplier which sequentially increases in value, 
winning symbol combinations and standard prize amounts therefor, said processor including: 

a) means for randomly selecting symbols to be displayed by said spinning reels; 

b) means for determining if a winning combination has been selected for olsplay and if a multiplier symbol is 
included in said winning combination; and 

c) means for calculating the prize to be awarded for said winning combinations based on the standard prize 
amounts multiplied by said variable multiplier, if the winning symbol combination includes said multiplier sym- 
bol. 

2. A spinning reel slot machine according to claim 1 wherein said processor includes means for decreasing said muli- 
plier value after the occurrence of a winning symbol combination involving said multiplier symbol. 

3. A spinning reel slot machine according to claim 1 wherein said processor includes means for sequentially increas- 
ing said multiplier from an initial value thereby increasing the potential prize which may be paid out 

4. A spinning reel slot machine according to claim 3 wherein said processor further includes means for decreasing 
said muliplier to said initial value after the occurrence of a winning symbol combination involving said muttipfier 
symbol. 

5. A spinning reel slot machine according to claim 3 wherein said means for sequentially increasing said multiplier 
includes 
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means tor incrementing a counter variable each time a special symbol is selected tor display; and 

means for incrementing said multiplier and resetting said counter variable t an initial value each tim said 
counter variable reaches a predetermined valu . 

6. A method of operating a slot machin , said machin including a s t of spinning reels having a plurality of symbols 
thereon, means for spinning and stopping said reels t display symbols and a processor, operating according to a 
game program which defines a multiplier which sequentially increases in value, winning symbol combinations and 
standard prize amounts therefor, said method comprising the steps of: 

a) randomly selecting the symbols to be displayed; 

b) determining if a winning symbol combination has been selected for display and if a multiplier symbol is 
included in said winning symbol combination; 

c) calculating the prize to be awarded for a winning symbol combination based on the standard prize amounts 
multiplied by said multiplier, if the winning symbol combination includes said multiplier symbol; 

d) spinning and stopping said reels to cfisplay the selected symbols; 

e) paying out the prize, if any. 

7. The method of Claim 6 further comprising the step of decreasing said multiplier after the occurrence of a winning 
symbol combination involving said multiplier symbol. 

8. The method of Claim 6 further comprising the steps of: 

incrementing said multiplier from an initial value as a function of the symbols selected for display, thereby 
increasing the potential prize which may be paid out 

9. Trie method of Claim 8 further comprising the steps of: 

decreasing said variable multiplier to said initial value after a prize payout involving a winning symbol combina- 
tion including said multiplier symbol. 

10. The method of claim 8 wherein the step of incrementing said multiplier includes the substeps of: 

incrementing a counter variable each time a special symbol is selected for cfisplay; 

incrementing said variable multiplier each time said counter variable reaches a predetermined value; and 

resetting said counter variable to an initial value. 

11. A slot machine including a set of spinning reels having a plurality of symbols thereon, means for spinning and stop- 
ping said reels to display symbols, means for paying out prizes, and a processor operating according to a game 
program for controlling the spinning means and which defines a variable multiplier, winning symbol cornbinations 
and standard prize amounts therefor, said processor including: 

a) means for randomly selecting symbols to be displayed by said spinning reels; 

b) means for determining if a winning combination has been selected for display and if a multiplier symbol is 
included in said winning combination; 

c) means for calculating the prize to be awarded for said winning combinations based on the standard prize 
amounts multiplied by said variable multiplier, if the winning symbol combination includes said multiplier sym- 
bol; and 

d) means for increasing said variable multiplier from an initial value as a function of the symbols sleeted for dis- 
play, thereby increasing the potential prize which may be paid out 

12. A spinning reel slot machine according to claim 1 1 wherein said processor includes means for decreasing said var- 
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iabfe mufipf ier after th occurrenc of a winning symbol combination involving said multiplier symbol. 

13. A spinning reel slot ma chin according to claim 11 wherein said means for increasing said variable muttiplier 
includes: 

means for incrementing a counter variabl each time a special symbol is s lected for display; and 

means for incrementing said variable multiplier and resetting said counter variable to an initial value each time 
said counter variable reaches a predetermined value. 

14. A method of operating a slot machine, said machine inducing a set of spinning reels having a plurality of symbols 
thereon, means for spinning and stopping said reels to display symbols and a processor, operating according to a 
game program which defines a variable multiplier, winning symbol combinations and standard prize amounts there- 
for, said method comprising the steps of: 

a) randomly selecting the symbols to be displayed; 

b) determining if a winning symbol combination has been selected fa display and if a multiplier symbol is 
included in said winning symbol combination; 

c) calculating the prize to be awarded for a winning symbol combination based on the standard prize amounts 
multiplied by said variable multiplier, if the winning symbol combination includes said multiplier symbol; 

d) incrementing said variable multiplier from an initial value as a function of the symbols selected for display, 
thereby increasing the potential prize which may be paid out 

e) spinning and stopping said reels to display the selected symbols; 

f) paying out the prize, if any. 

15. The method of Claim 14 further comprising the step of decreasing said variable multiplier after the occurrence of a 
winning symbol combination involving said multiplier symbol. 

1 6. The method of claim 1 4 wherein the step of incrementing said variable multiplier includes the substeps of: 

incrementing a counter variable each time a special symbol is selected for display; 

incrementing said variable multiplier each time said counter variable reaches a predetermined value; and 

resetting said counter variable to an initial value. 
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